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Abstract 
At present, virtual world environments have a huge potential on changing the manner in which people can interact, navigate on 
Internet, and make business. Due to the fact that the virtual world environments become more pervasive, it is important for the 
researchers to be deeply involved in the understanding of those spaces. The paper describes the main aspects met by tutors and 
students on working in the Second Life environment, during the on-line course “Designing Technology-Enhanced Learning”, 
organized in the frame of the European LLP-KA3 project: “Enabling Creative Collaboration through Supportive Technologies” 
(code 511733-LLP-1-2010-1-FI-KA3-KA3MP). Second Life was chosen due to the fact that provides a strong collaborative 
environment equipped with modern features: voice interactions, chat and instant messenger, expanding the ways of 
communication and the possibilities for collaboration. For many Romanian students who participated to the course, it was a 
unique experience - they were involved in the collaborative work, together with their colleagues from Finland, Estonia and 
Norway, but also engaged in learning processes that enhanced creative collaboration.  
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1. Introduction 
 
It is a reality that young people are often closer by their entourage than the family environment. In this sense, 
friends, colleagues, but also the entourage outside school comes as responsible for young people behavior. More, 
near mass media, the existence and implication of ICTs in students’ lives represent influential factors for their 
behavior, mostly in social contexts. It is not a secret that students have a great consideration to technology; even not 
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all of them are skilled users.  
But at present, there is a “fashion” for many students, as trying to be immersed in specific virtual world 
environments. Mainly, they are attracted to be a part of virtual world environments, due to the fact that they gain 
something valuable when collaborating in groups (Dede, 1995). Anyway, as active participants of real world, our 
brains are designed to expect and accept input that resembles the real world. In fact, this is an answer to the spatial 
nature of virtual environments favorably, due to the fact they resemble the real world (Durlach et al., 2000; Turner, 
& Turner, 2006; Mennecke et al., 2008). 
Seen from the educational point of view, it is clear that virtual world environments offer the possibility of 
realistic and interactive simulated fields, which can exist beyond the formal curriculum. Practically, those 
environments can determine and enable students to develop skills, so necessary in real world settings (e.g. cognitive 
skills). 
 
2. Virtual Worlds 
 
Virtual worlds represent on-line communities which have the format of computer-based simulated environments, 
where the users’ interaction is possible, but also the common use and construction of various objects (Bishop, 2009). 
Nowadays, virtual worlds become complex social systems where many people regularly cooperate, becoming viable 
collaboration environments in which users can integrate different communication channels and manipulate digital 
artifacts - as team deliverables (Boughzala, de Vreede, & Limayem, 2012). 
For many people, the first impulse is to connect virtual worlds with games. In reality, they represent a great 
support for on-line (virtual) conferencing, but also have various applications in the actual education. In this respect, 
virtual worlds become a powerful media for instruction, presenting a series of opportunities, but also several 
challenges (Kluge, & Riley, 2008). First, the virtual environment offer to the teachers and tutors the possibility to 
record an important rate of student participation, but also a major level in social interaction that can lead to a fruitful 
collaborative education. Second, the virtual spaces allow the users to be able to solve tasks which are difficult to be 
performed in the real world, due to various restrictions, in terms of location, agenda or even costs. 
There are several virtual world environments, some of them suitable or recommended to be associated and 
applied for educational purposes: Second Life - a virtual world where users create avatars (http://secondlife.com/); 
Sparkle - which brings more mobility to learners, being the first virtual world designed for the iPhone / iPod Touch 
(http://sparkle.genkii.com/); Massively Multiplayer On-line Role-playing Games (MMORPGs) - a kind of role-
playing video games or web browser-based games in which a very large number of players interact with one 
another, within a virtual game world (http://www.mmorpg.com/). But in this last case, the games are pre-designed, 
having their own set of objectives which need to be completed through a progression. In addition, on-line discussion 
groups, but also social networks (Facebook, Myspace) have been already used to supplement the interaction within 
coursework (Baker, Wentz, & Woods, 2009). 
 
3. Second Life 
 
Virtual worlds like Second Life and similar environments have the potential to dramatically change how people 
interact, navigate web sites, and conduct business. As those environments become more pervasive, research 
examining this phenomenon is needed to better understand of those 3D spaces (Mennecke et al., 2008). 
Second Life (SL) represents an Internet-based, real-time multi-user simulation that supports an incredible fantasy 
world created by its “residents”. The inhabitants of SL are called avatars. Marc de Groot (2002) defined an avatar as 
“a visible and audible representation of the user in the virtual world. It is the body of the user as he/she moves 
through the virtual space.” Avatars can look very much like the user or entirely different. Communication between 
avatars can be through various forms of text-messaging and/or speaking and hearing through audio equipment 
(Power, 2008). 
Second Life has its own economy and some organizations hire consultants to build and design in Second Life. 
People can retain ownership of the things they create, through copy protection and transfer restrictions. With the 
right combination of imagination, skills and money, SL residents can experience pretty much anything, including 
various settings for real world decision support. 
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Second Life provides a powerful collaborative environment with voice interactions, chat and instant messenger. 
For all forms of decision support, better collaboration and communication processes results in a higher quality of 
information available to support decision making. Second Life expands communication and collaboration 
possibilities. Also, it is important to consider the building and using of Second Life for creating static and dynamic 
physical models (Power, 2008). 
In any case, Second Life is seen actually as one of the most complex and creative platforms so far. It is 
distinguished by its exclusive nature oriented on user generated content, having also powerful 3D features and 
levels of immersion. In addition, it is an excellent tool for brands and innovative marketing, being populated mainly 
by trend setters and early adopters. A trend setter is a person (an avatar) who sets a clear trend in the environment. 
Usually, this avatar becomes a “more seen” one, being at a moment, in the centre of a group attention. In time, the 
trend setter takes the face of a charismatic and popular avatar, having a powerful and inspiring personality. 
Generally, early adopters are avatars who accept the new technologies and environments and explore its options 
before other avatars do. As example, they tend to try out new virtual spaces or virtual world features, earlier than 
most of their peers. 
In any case, at the moment, Second Life means a huge international community, gathering users from around the 
world. But even SL has several similarities with MMORPGs, Second Life is not considered a game. In fact, it is the 
best environment for social interaction and collaboration - avatars in SL interact, travel to places in the SL virtual 
world, join social groups, and attend musical performances, social events, and lectures (Baker, Wentz, & Woods, 
2009). 
 
4. Integration of Second Life with Moodle - the Sloodle Project 
 
As known, Moodle represents a very popular course management system, also known as a learning management 
system, or even a virtual learning environment, being a free web application that can be used to create effective on-
line learning interfaces (https://moodle.org/). But virtual worlds can be used in association with such virtual learning 
environments. As an example, Second Life and Moodle have been integrated in a free and open source application - 
Sloodle project (Livingstone, & Kemp, 2008). 
Sloodle provides a series of instruments for supporting teaching and learning, but also collaboration, fully 
integrated with a web-based learning management system used worldwide (http://www.sloodle.org/): chat-rooms 
(chatting in Second Life using the accessible Moodle chat-room, having the discussions archived in a Moodle 
database; making presentations (designing presentations in Presenter, uploading the slides in Moodle, then viewed 
in Moodle); offering feedback (in Choice); managing in-world assignments (in Assignment Drop-Box, having the 
possibility of reviewing grades in Moodle grade-book); distributing inventory (in Vendor); linking 
identities (Moodle users and avatars defined in Reg-enrol booth); taking quizzes (in Quiz Chair and integrated with 
the Moodle grade-book); managing scenes of different objects using Rezzer. In the case of Sloodle, it is important 
that each tool displayed in the Moodle class to be recreated as interactive, metaphorical objects or “furnishings” 
(Kemp & Livingstone, 2006). 
 There are examples of hybrid approaches (that use Sloodle), related to computer supported collaborative 
learning. One of the approaches suggests a combination realized between Moodle and OpenSim through the Sloodle 
module, with the view to facilitate the proper execution of the Jigsaw and Fishbowl collaborative learning 
techniques (Konstantinidis et al., 2010). Other approach mentioned Sloodle as working with Sharable Content 
Object Reference Model (SCORM), the only problem being in the interaction between Sloodle and SCORM, which 
needed customization (Mitrović, Milošević, & Božović, 2009). 
5. The CoCreat Project and the TEL Course 
 
The European LLP-KA3 transversal project no. 511733-LLP-1-2010-1-FI-KA3-KA3MP entitled “CoCreat - 
Enabling Creative Collaboration through Supportive Technologies” (http://www.cocreat.eu, 
http://www.cocreat.wordpress.com) tries to offer new and innovative solutions for promoting creative collaboration, 
but also learning models based on social media and mobile technology. Practically, the main aim of the project is to 
find out how to enhance creative collaboration by applying the theory of collaborative learning. In the frame of the 
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project, it was organized the on-line course “Designing Technology-Enhanced Learning (TEL)” - 
http://www.oulu.fi/let/node/11372 - coordinated by the University of Oulu, having as declared objectives to make 
students familiar with the key concepts, to deliver to them related information to theories and approaches of 
designing technology-enhanced learning, to develop practical skills of setting up, implementing and evaluating the 
use of TEL systems and tools and to design a prototype of a TEL course. The whole course covered a period of 14 
weeks, having as target group students from four European countries: Finland, Romania, Estonia and Norway. The 
students were spread into twelve international working groups, each group receiving general and particular tasks. 
As main course assignment, the groups were required to design and implement a virtual course where various 
technologies are applied in pedagogically meaningful way. In this respect, different technologies were proposed and 
used (Vuopala, 2012):   
• Moodle was selected as a primary course environment - here, there were published the course materials and 
instructions.  
• Second Life was chosen for team meetings and as first option for creating the course environment - it was 
also the environment in which students were working during the course. As SL represents “the most mature of the 
social virtual world platforms and the high usage figures compared with other competing platforms” (Warburton, 
2009), students were encouraged to exploit the collaboration facilities proposed by Second Life. 
• Sloodle was recommended as integrator of Moodle and Second Life - the environment was optional.  
Practically, the students were advised to choose and create their own working environments and related working 
methods. However, additional tools and environments were used by students: 
• GoogleDocs was handled for collaborative writing and chat facilities; 
• Skype and YahooMessenger were selected for communication in real time; 
• Wikispaces and Wordpress were chosen for collaborative writing. 
One of the course tasks requested the collaboratively writing of a pedagogical script for the proposed group 
virtual course. In this respect, the students had to take the proper decisions related to the aim, scope, pedagogical 
model, tutoring and evaluation of the course. Moodle and Second Life represented the main technical solutions in 
students’ communication and in the process of solving the task. In this case, most of the students demonstrated that 
they strengthened a series of formative skills: role-playing, argumentation, negotiation, task-management, decision-
taking. At the same time, many students declared that they were really attracted by the technical part of the course. 
As example, SecondLife was a tempting technology that made them excited and wishful for carrying out and 
continuing the course. 
From the collaboration point of view, despite the real evidences recorded in the discussion spaces, it was obvious 
that the students needed significant support and counselling from supervisors. In this sense, there were collaborative 
activities where the results were obtain without intervention, but also ones that required external intervention - 
especially concerning the designing of the syllabus content and the pedagogical solutions for the prototype of the 
TEL course.  
Near those aspects, it was evident that some of students did not feel comfortable when interacting on-line, and 
others expressed anxiety about practicing and exploring SL. A supervisor became also necessary in some moments, 
in order to stimulate the collaboration process, to discourage the passivity of few students, to offer additional 
information about the tasks, or to step in for allocating the tasks where those are not clear distributed. 
In addition, the “language barrier” had an important role in assuring an effective collaboration. Some remarks 
were misunderstood, and in some cases, the decision was not assumed by the group at a whole.    
However, the collaboration inside SL had visible effects on the development of students’ creativity. But, in order 
to enhance the creative collaboration, it is important that students to have enough freedom to work and plan joint 
activities together, to face divergent thinking “open” tasks and problems, and to design their own learning space, 
with the view to feel relaxed and safe (Vuopala, 2012). More, the collaboration in group had a positive role and it 
developed the individual’s creativity.  
 
6. Conclusions 
 
Virtual world environments seem to have in education a very dynamic evolution, and the research activities in 
this particular field require taking into consideration technical, cultural and business aspects. All those activities can 
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be performed with large groups of people, but demands an increased level of connectivity, bandwidth and disposable 
personal time. 
All the attempts to develop educational activities in virtual worlds - mainly in Second Life - suggested that virtual 
3D environments are attractive for educators and students; however, they present particular design challenges. 
However, some of the design suggestions are untested or have been used in a very limited range of virtual learning 
environments. In this respect, a constructively approach is needed to improve virtual 3D environments for learning 
and teaching. 
The CoCreat project tried to set up a collaborative community, where tutors and students enrolled in the on-line 
course “Designing Technology-Enhanced Learning (TEL)” worked collaboratively to find creative ways for 
achieving the course tasks. The final results were encouraging, taking into account the level of collaboration 
recorded during the course, but also their creative results. However, few problems were recorded, especially on the 
designing of the proposed course content by the student groups, but also on finding of the best pedagogical solutions 
for the prototype of the TEL course.     
In any case, although Second Life and other virtual 3D environments have registered an increased popularity, it 
seems that the educational activities will not be quickly transferred in those virtual worlds. To this could happen, it 
is required to manage in better way virtual identities, to embrace more easily the new technologies in education and 
to develop proper skills to work in virtual environments. 
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